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LOADING ADDENDUM 

IBM PC Disk: 

Boot in D.O.S. At 'A>' prompt type WIZ WARZ and press 

ENTER. Game will load and run automatically. 

CBM Amiga Disk: 

Insert disk and turn on the computer. Game will load and run 

automatically. 

IBM PC Disquette: 

A 1'incitation A>, tapez WIZ WARZ et appuyez sur ENTER. 

CBM Amiga Disquette: 

Mettez sous tension le moniteur et l'ordinateur. Introduisez la 
disquette Wizard \Aforz. 



IBM PC Diskette: 

Legen Sie Ihre DOS. \Afenn die Mitteilung A> erscheii 
Sie WIZ WARZ ein und driicken Sie die ENTER T^ste 
CBM Amiga Diskette 
Schieben Sie die Diskette in das Lauf werk ein . 





sgi® 








TM 



Apprentice, I have taught you as well as I know how and 

can offer no more advice. Alone you must proceed into 

the World without my guidance or protection. Before 

you embark on your quest you have one final ritual to 

perform — the choosing of spells from the range that 1 

have built-up over the centuries. Choose with great 

care, since each one has special powers to combat your 

foes. 

Now that we are forever parted, I can finally reveal the 

history of this once glorious land. Before the arrival of 

the evil Wizards and terrible monsters, we had a thriving 

port, sending our produce to every corner of the known 

world. Great wealth was bestowed on the land and we 

used it wisely. No-one was poor. No-one suffered in the 

way that the whole population does now. With wealth, 

we offered great hospitality to all who visited our lands 

— and that was our downfall. Invaders masquerading as 

friendly travellers alighted one day. A good looking 

race, we bestowed gifts generously giving them free 
access to all our lands. A great feast was organised to 



celebrate their arrival with a spectacular banquet and 
we prepared every dish known to the chefs. 
The banquet started as a splendid success. As the wine 
flowed freely, merriment ensued. Unknown to us the 
massacre was about to begin. The leaders, had stolen 
away to ^ mass a band of warriors. At the strike of 
midnight they descended upon us, each man armed with 
vicious weapons, the like of which we had never 
experienced. With bloody swords they slashed through 
our men, women and children. Amid the carnage I 
managed to slip away and escape. 
The next day our guests ransacked the port, destroying 
all that stood in their way. News of the treachery spread 
to our allies who immediately rose up in arms. An 
armada of ships arrived several weeks later to vanquish 
the treacherous enemy. Led by the princes of our allies, 
a splendid army landed and a great battle ensued. As 
the forces of evil retreated from the valiant onslaught, 
news of glorious victories abounded. 

The invaders, knowing that the tide was turning called 
upon the dark forces to rally and help them, in their evil 
quest. The seven evil empires sent their greatest wizards 
with an array of terrible monsters. Overpowered by the 
awesome night, our allies were beaten back despite 
valiant battling. The land fell into darkness and misery 



as starvation and disease followed. 

For many decades our people have existed in terror, 
memories of the treachery shown by their guests still 
fresh in their minds and the desire for freedom utmost. 
It was not my destiny to free these people — but it is 
yours. You must travel the land with your spell book as 
a badge of your vocation. You will find, as I did that on 
a visit to the cities I was rewarded with a gift of food, 
but be cautious, your generosity is soon forgotten and 
to regain their favour it will be necessary to return with 
valuable artefacts collected from around the world by 
our ancestors and seized by the oppressors. The 
artefacts however are closely guarded by monsters. 
There is only one way to obtain this treasure — out- 
manoeuvre the monsters and ultimately kill them. Only 
then will you be able to collect the treasure and return 
it to the cities. 

The capital city, the most repressed of the once glorious 
cities, will not receive you since they are fearful that 
their last chance of salvation will be lost forever. As your 
mission progresses, as is your destiny, return the 
artefacts to each city and this will convince them that 
your work is done and they will at last allow you to take 
your ship to the mainland. 

It was on the mainland that I spent many years studying, 
fighting monsters, collecting new enchantments and 
building my strength. ! fought several battles and 
accumulated many items, some of which didn't seem to 
have a use. Once I gained a third talisman it all became 
clear. The seven masters of the arcane arts watch all 
practitioners of magic and deal harshly with any who 
gain sufficient power to present a threat to their evil 
empire. Their vigilance had seen my rise in power and 
as I gained the third talisman they met in dreadful 
congress and now deem me a threat to all that they have 
created. As I write the envoys wait to take me off to be 
judged by the Wizards. I know that after many years of 
strife, I don't have the strength to defeat the awesome 
foe. I pray, that when your time comes you will have 
developed the skills and strength to combat the seven 
wizards. 

I can tell you little of the Wizards. Each is a master of 
a branch of magic and possesses the secret of drawing 
Manna from the air. None is tied to his own power 
reserves, and each has a band of minions dedicated to 
his defence. 

I hear the sound of footsteps approaching and fear that 
I must leave you to your destiny. Pursue your art, but 
beware, if you grow strong and rise among the ranks of 
your trade, you will be seen and, once noticed, will have 
little option but to struggle on in the ongoing.... 
Wizard Warz. 
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MENTAL SPELLS 



IMAGE NAME 



COST TYPE 



EFFECT 




See Invisible 1m 




Invisible 



Enables the player to see 
invisible adversaries 



I Renders the player invisible 



PHYSICAL SPELLS 



IMAGE NAME 




Slow 




Fireball 




Icy Blast 



COST TYPE 



EFFECT 



M Slow target rate for ? 
seconds 



M -6 physical 



M -6 physical 



• 



GREY 



Wall of Stone 5p 



Stops all PHY damage 
Destroyed by icy blast 



SPIRITUAL SPELLS 



IMAGE NAME 



COST TYPE 



EFFECT 




Teleport 



Far Vision 



H 



Increases vision radius 



Mindwrack 



Stun 



Player: Leave combat/ 
Monster: re-position 



Allows player to pass over 
holes in the combat screen 



-3 mental 



Immobilise target for ? sees. 



"+" _ Rock Shower 2p M -6 physical 



j_ 



Magic Missile 1p M -6 physical 





Wall of Fire 



RED 




Wall of Ice 



BLUE 



M -3 physical 




Blind 



Fear 




Evil Eye 



Stops missile PHY damage but 
not contact PHY damage. Can 
be destroyed by rock shower, 
damage -3 PHY on contact. 




M Reduces vision radius 



M Retreats target 



3 spiritual 



Heavenly Bolt 1s M -3 spiritual 



Stops all PHY damage 
Destroyed by Fireball. 




Neutralise 6m M -6 mental, destroys rings. 
Magic cancels Slow" on caster 



™ Forget 




Steal Spell 




Tower of Will 4m 



Protection/Evil 4s 



Stops all SPI damage 




Mirror 



Opponent forgets spell 
(i.e. the spell is lost) 



Gets opponent s displayed 
spell, if stopped by mirror get 
mirror. NB Steal spell will not 
work if your spell book is full, 
evil eye" cannot be stolen. 



Stops all mental spells except 
Neutralise Magic* 



Caster of incoming spells 
suffers the result (destroyed 
by Neutralise Magic) 
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GUIDE TO MONSTERS 













P - PHYSICAL. S 


- SPIRITUAL. 


M - MENTAL | 


P- PHYSICAL. S 


- SPIRITUAL. 


M - MENTAL 








CONTACT 








CONTACT 


CREATURE 


MAINATTR 


SPELLS 


DAMAGE 


CREATURE 


MAINATTR 


SPELLS 


DAMAGE 










ZOMBIE 


S MED 


1 


HIGH 


WEREWOLF 


P/S MED 


2 


MEDIUM 


GORGON 


ALL LOW 


5 


HIGH 


SNAKE 


P/M LOW 


1 


MEDIUM 


FIRE ELEMENTAL 


P V.HI 


2 


MEDIUM 


SCORPION 


P MED 





MEDIUM 


HARPY 


P MED 


2 


LOW 


CT SPIDER 


P LOW 


1 


LOW 


GTCENTIPEDE 


P MED 





V.LOW 


TRIFFID 


M V.HI 


4 


V.LOW 


GTBAT 


P V.LOW 





V.LOW 


YETI 


P HI 


2 


MEDIUM 


GENIE 


M MED 


7 


V.LOW 


TROLL 


P V.HI 


6 


MEDIUM 


SPHERE 


M HI 


4 


V.LOW 


VAMPIRE 


S V.HI 


6 


V. HIGH 


ARMOUR 


P V.HI 


2 


MEDIUM 


SORCERESS 


M HI 


10 


V.LOW 


MUMMY 


S HI 


3 


V. HIGH ' 


APE 


P MED 





LOW 


INSECT MAN 


P HI 


3 


MEDIUM 


GT LEECH 


P V.HI 


1 


MEDIUM 


DWARF 


M V.HI 


1 


LOW 


CTTOAD 


P MED 


1 


MEDIUM 


ELF 


M MED 


3 


LOW 


GTWASP 


P V.LOW 





LOW 


BLADES 


M LOW 


1 


MEDIUM 


UNICORN 


M HI 


6 


HIGH 


CRYSTAL MAN 


P V.HI 


5 


MEDIUM 


WARRIOR 


P HI 


1 


MEDIUM 


BEAR 


P HI 





MEDIUM 


SKELETON 


S MED 


2 


HIGH J 


WOLF 


P LOW 





LOW 


SPIRIT 


S HI 


5 


HIGH 


DRAGON 


ALL V.HI 


7 


MEDIUM 


CLOPMAN 


P HI 


2 


MEDIUM 


GRYPHON 


P V.HI 


4 


LOW 


RATMAN 


P MED 


2 


LOW 


OGRE 


P V.HI 


2 


MEDIUM 


EYEBALL 


ALL LOW 


5 


V.LOW 


FIREIMP 


P MED 


1 


LOW 


AMAZON 


P/M MED 


1 


MEDIUM 


MAGE 


7 777 


10 


LOW 


MINOTAUR 


P HI 


4 


MEDIUM 


GOLEM 


7 777 
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